Dropship Cavalry Theta

Fast paced action strategy for single or multiplayer

Dropship Cavalry Theta is a fast-paced action-strategy game set in the 24th century century in a universe populated by warring human factions. You are the commander of a brigade of spaceborne mercenaries – an infantry, heavy armour and artillery force travelling the spaces between strife torn planets in search of conflict. As Dropship troops, your soldiers are designed to suddenly drop from the skies and gain footholds on hostile planets, usually in the face of furious opposition. Your primary mode of attack is the Dropship, a futuristic landing assault transport that can carry a bellyfull of infantry, armour, heavy weapons or supplies from space to any point on a planetary surface. You personally control this craft and must fly needed cargo in critical missions that may decide the course of each battle. In the chaotic and technologically sophisticated battle environment you must balance your skill in piloting the dropship with your ability to choose where and when  to place your troops. This is ‘Apocalypse Now’ set in space. 

Dropship Theta is a real-time strategy (RTS) and action game for the PC
 that speeds up the existing RTS  environment and expands the level of thinking in action games. As commander of the dropship brigade you have been assigned an objective in the battle, and must decide how best to achieve it with the resources at hand. Once you determine your strategy, you must then see that it is carried out by being executing your plan, flying as many missions as needed to take your troops to the enemy’s doorstep. Switching between strategic and action modes is seamless and is entirely up to the player. In fact, choosing when to pop up for a larger view of the battle and when to take personal control of a specific situation is one of the keys to winning. 

The Market Environment for Dropship Theta

Dropship Theta is an action strategy title for the PC aimed at the casual to hardcore gamer who buys between 2-3 titles a year and counts gaming as a primary to secondary reason for owning a PC. Dropship Theta’s simplified mode of play and emphasis on fast fun will position it to appeal to the new gamer entering the PC game market for the first time. Dropship Theta’s blend of action strategy will attract a following in both action and strategy genres, which are traditionally the most loyal groups in the PC customer base. Set in a carefully realized science fiction universe, Dropship Theta will be familiar yet compelling to gamers who traditionally seek out escapism in PC games. 

In the past few years the action-strategy market has been developing to meet a growing demand for a deeper and different gaming experience from both action and strategy fans. More and more products are ‘genre bending’ and are increasingly taking risks creatively to stand out in the market. The knowledgeable gaming media are hungry for games that have a distinct identity and are growing tired of ‘me-too-ism’ from copycat productions. Their market of readers are also active on the Internet and have formed a dynamic community that can generate excitement  for products they deem exciting and new. Often titles still in development can guarantee a certain market based upon the relationship the developer fosters with the Internet gaming community.

PLAYER EXPERIENCE

Dropship Theta will be one of the speediest real-time strategy games a player will experience. Emphasizing lightning attacks and ever shifting fronts, Dropship Theta will be the antithesis to traditionally grinding and slow existing RTS games which take hours to play and can drag on long after the outcome is no longer in doubt.  In contrast, a large scenario in Dropship Theta should take an average of twenty minutes to play depending upon the skill of the players involved. A truly ingenious or aggressive attack could knock out unprepared players in the opening minutes. With games taking less time, players can play more than one scenario in a sitting and players who are defeated early would not have long to wait.

Graphic environment

The perspective of Dropship Theta will be 3D isometric in the Action View. In the Action View (non map mode) the player will be able to see their Dropship from a three o’clock angle from behind. The standard Dropship is roughly equivalent to the size of a Hercules aircraft, being able to carry either a 100 soldiers or three large tanks or a combination thereof. On the screen, the Dropship will occupy 30x30 portion of the screen. This leaves a majority of the screen for surveing the land, seeing other units, and some of the horizon. A squad of infantry (5) is represented by one animated infantryman. A tank, mech or other large vehicle is 1:1. Since Dropship Theta will be a 3D environment, there will be great emphasis on showing terrain, whether this is canyons, desert or urban landscape.   

Also on the screen is a small map overview that is located out of the way (a top corner or as an overlay) that shows concentrations of friendly and enemy troops, as well as events that the player must pay attention to. Another portion of the screen is reserved for messages that the player receives from their field commanders. These can be requests for support, notifications of objectives achieved, or even misinformation. There may also be levels indicators such as fuel, damage, waypoints, compasses, etc. All of these will be displayed so that they are readily available at a glance but out of the way so that they do not interfere with the player’s flying or fighting. Again, the emphasis is on quick, easy and fun play. 

Controls

Control in the PC version will use the mouse, keyboard and have the option to use the joystick as well. Flight controls will be either through the keyboard or the joystick. These controls are simplified (this is not a flight sim!), using the keypad or cursor keys for movement. The mouse is used as a pointing device to order units around, navigate information and aim special weapons. Users with specialized flightstick controls may be able to map controls to buttons on the stick and high-hat. 

Flow of the game

1. Scenario Briefing

Before each battle the player is shown an overall intelligence report of the objectives, possible opposition and what resources they have available to them. Unlike other RTS games where the player must artificially generate their own resources, Dropship Theta more realistically assumes that the player must make the best of what they have brought with them. The player takes this opportunity to familiarize themselves with the lay of the land and can also organize their troops into sections based upon capabilities, experience and conditions. 

2. The action begins

Loading up the Dropship

Once the player is finished the briefing mode, the battle begins and the clock is ticking. They are shown a deployment screen which shows the hold of their Space Transport. In that hold are icons that show vehicles, personnel and supplies that they can choose to load into their dropship. Using simple drag and drop, the player fills up their dropship and then chooses to launch. In a wide view of the operational area they are given a choice of insertion areas which intelligence has determined to be currently free of enemy (for now!). The player chooses one. 

Nap of the earth

Now they are in the Action View, in which they are looking high and behind their Dropship. The land ahead and its formations is clear, as are any units, buildings or emplacements that may be visible. (see Graphic Environment) Some of the horizon may be visible which helps the player pilot the Dropship toward a familiar landmark.  Using the joystick or keyboard, the player can begin flying the Dropship in any direction. The Dropship is like a 24th century version of a helicopter. If the player does nothing, the Dropship hovers as long as it has fuel and stays in place. The player can control the speed of the Dropship as they also have the option to go supersonic, and even faster to escape into space and meet up with the Space Transport. 

The majority of the game will have the player piloting the Dropship, laden with troops or materiel, to a spot as close to their objective as possible while making sure that all come through safely. The player isn’t just a ferry pilot, however, as the enemy will do all they can to make sure the Dropship is shot down or forced away from their objective. The player either must steer clear of resistance or fight.

Combat

The Dropship is an assault transport. Even when carrying troops the Dropship is armed with cannon, missiles and rockets that can rain death on enemy soldiers, emplacements, armour and aircraft. Frequently, the player may have to fly missions specifically to soften up an area so that the friendly troops to follow have a better chance on the ground. In this role Dropship Theta will excel as a fast and fun “blow ‘em up”.  Like a futuristic “Apocalypse Now”, Dropship Theta will satisfy any actioner’s lust for a quick destruction fix. Using simplified flight controls, the player can quickly dart into an enemy area, drop bombs, fire rockets, lock missiles and let loose a volcano of fire. Switching weapons is one key away. Firing is a slam of the keyboard or click of a button. 

Deploying troops, vehicles and supplies
The player cannot rely upon just winning the battle in the air, however. One dropship alone can’t hold ground or take out a deeply entrenched enemy. A player who focusses entirely on flying combat missions will suddenly find that their territory has been eaten away by an enemy concentrating on the land war. Fortunately, the player’s Dropship is capable of moving large amounts of troops to cliffsides, valleys, river banks, swamps, even the peaks of mountains with an ease that can only be dreamed of today. All infantry and many of your heavy units have jump jets (read: parachutes) that enable them to drop down from your jumpship providing you slow down. This means you can swoop in, ‘put on the brakes’ and start popping out units and then put on speed again to get another load. 

You can’t just throw any old troops into your drop package, however. You must determine what complement to take on which is appropriate to your goal. Finding the right combination of infantry, armour, heavy weapons and supplies can help make a landing work. For example, infantry can rarely hold ground independently and must be supported by big guns or big vehicles. However, the larger units take longer to offload and are vulnerable in the initial landing. Infantry can hit the ground fighting. 

The terrain also matters. While infantry can land almost anywhere, large vehicles can’t. Obviously, a tank will be of no use perched on the side of a precipice. An artillery piece, however, gains advantages from being at a height. There are also certain dangers facing your troops depending on where you drop them. Infantry may drown if you drop them into a swamp, river, beach or lake. Vehicles may be damaged if dropped into a forest. Infantry will also take losses if dropped into a jungle. 

Overriding all these conditions are strategic factors that decide the course of the battle. The freedom you gain by the mobility of your Dropship can be illusory. While you think you can place your troops close to (if not on top of) the objective, resistance will grow closer to the objective more often than not. You must drop your troops in a location that gives you the upper hand in the face of your enemy, denying advantages of terrain or paths to the enemy’s objectives. 

Within that you must decide how your forces can match up with the enemy, taking advantage of their weakness in force complement or local weaknesses that can be exploited. This is the 24th century version of rock-paper-scissors. Armour is fast and can deal destruction in open terrain but is vulnerable to close assault in broken or urban terrain. Artillery can pound any units from afar but can be overwhelmed in direct attack. Infantry can be overrun in the open but are deadly in built up areas. All ground units need protection against air attack. Supplies, installations and emplacements need all around security. 

Directing Strategy: using Commanders
Once your troops have hit the ground, they don’t just stand still waiting for something to do. All your troops will have predetermined orders or defaults that will get them started toward their local objectives. These are thinking soldiers, not robots. Unlike other RTS games you will not be overwhelmed with giving each and every unit an order. Instead, each force will have a local commander who you will give orders to through a simple menu interface. This commander will then direct his units to satisfy local goals which you will provide, occasionally alerting you to changing conditions, calling for support or announcing goals that have been achieved. 

With each force under the command of a Commander, keeping track of your forces scattered throughout the battlefield should be simple and fast. A floating palette showing icons of each commander and the conditions of the forces under their command can come up in a keystroke, providing you with an overall view of your Order of Battle. Click on the icon of the Commander and this will bring up a menu of possible commands (including some which are not applicable).  To get your Commander to move anywhere, click on the icon and then click on a spot in the overall map. To assign a target for that Commander, click on the icon (or on any of the soldiers in that Commander’s force) and click on the enemy force or on an objective. 

If a Commander is killed, another Commander emerges from among the troops left in that force. If that force is reduced to a certain minimum size, those troops will attempt to join with the nearest sizable friendly force if they can disengage from their current battle. Landing more troops into that area will cause both forces to meld together under a  single Commander. 

Heavy units dropped together will have a Commander. Certain support units will function outside of the Commander system. Artillery units, for example, will support the request of any Commander. Installations and emplacements that cannot be moved do not have Commanders. 

Defeating the Enemy
When any of your Commanders contact the Enemy, they will most likely move to attack them independent of your directions unless they have had prior instructions. (For example, if you intend to have your forces move swiftly, their Commander may have been instructed to ignore any small resistance and quickly move to an objective.)

Any enemy resistance encountered will be dealt with by the Commander until the enemy has fled, is captured or is destroyed. All units and troops have morale counters which are affected by their condition (damage or casualties), the force differential (whether or not they are outnumbered), and the quality of the ground they occupy (open, broken, fortified). If their morale falls below a certain minimum level, the troops will attempt to flee. If there is no avenue for escape, they will surrender. This applies to your own troops as well as the enemy’s.  

Drop mechanized infantry to set up a front and clear a drop zone. Then land heavy armour and artillery to help your infantry fight back when the enemy opposition heats up. With everything on the line, drop defensive emplacements and supplies to your landward forces to preserve your foothold. At the same time, fight off attacks from air-to-air missiles, lasers and planes, help your troops with timely bombardments - strafing enemy positions with cannon, rockets, missiles, and nukes – and evacuate isolated units when the situation is hopeless. After the battle is won, rearm, recruit and refit your dropship. In campaign mode fight for an entire planet winning city by city. 

Dropship Theta combines elements of the best of RTS and action games, melding the thoughtful strategy of Command and Conquer with the hectic firefights of Nuclear Strike.

One of the major decisions a player would have to make in Dropship Theta is how they will balance flying missions with planning strategy. Dropship Theta will have a flexible and simple interface that will allow players to juggle both roles even in the heat of the battle. Players will be informed of important events, alerts and conditions that must be looked into. The flight model will emphasize exacting movements (imagine landing a tank on a cliffside) while removing overly complicated flight sim 

· Nuclear strike + battlezone + choplifter

· Perspective and control of nuclear strike but with scaled view to incorporate strategic scope 

Dropping units and providing close support

Why this is a good idea:

· popularity of science fiction movies featuring dropship type vehicles: Aliens, Starship Troopers, these movies in turn are based conceptually on the Vietnam war where troops landed by helicopters was a major innovation, featuring fast lightning assaults that could open up new fronts deep behind enemy lines

· this form of warfare exists today where the U.S. can use its air power to land troops anywhere. During Desert Storm the allies landed thousands of troops deep behind Iraqi lines by daisy chaining drop zones and supplies, moving hundreds of miles in four days, the fastest advance in history.  

� Console versions applicable: Dreamcast, PS2, Dolphin





